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RAVE PUBLICATION. 


DEAR MR. STOLAR: 


An open letter to Sega of America 


|) A Letter To Bernie Stolar 


*Please note: If you are not Mr. 
Stolar, please forward this to him. 
You have no business reading 
other people’s mail. If you really are 
Bernie Stolar, then | applaud you 
for taking the time out of your 
schedule to hopefully listen and 
understand your followers, both 
hard-core and recent, and realize 
what you will need to do to regain 
those who have given up on Sega. 


Dr. Mr. Stolar, 


First off, | can imagine how 
difficult your task must be, trying to regain 
the confidence in Sega as well as make the 
Dreamcast a successful machine. Rather 
then insult you or make demands, | want to 
try and breach the gap that separates the 
video game company from the game players 
and vice versa. Everyday, disgruntled Sega 
‘fan boys’ and casual fans drag on 
discussions about how your company, most 
focusing on the old Sega’s mishandling of 
the 32 Bit and later 16 Bit era as well as 
doubts and demands we have over the 
Dreamcast. Sega’s worst enemy is not Sony 
or Nintendo. The real enemy is Sega’s own 
past. A game player’s worst enemy is the 
rabid and demanding fanboy inside of them. 
Somewhere between us there is a common 
ground that can bring both of us the required 
necessities to having a superior gaming 
system. 

The old Sega’s biggest problem 
was support. No system can survive off it’s 
in-house staff alone. Atari’s Jaguar died 
from it. Nintendo is suffering greatly from 
this belief. Mr. Miyamoto has been over 
worked from day one of the Nintendo 64, 
and the constant pressure on AM2 to deliver 
the next big game proved too much for 
Sega's in-house teams. The Saturn, though 
dead in the US, and not getting much 
support from Sega in Japan, survived on 
Capcom and SNK fighters alone. With near 
perfect arcade conversions and fast loading 
time, the 3rd party imports kept the Saturn 
breathing. 

Third party support is critical. 
The US Saturn relied way too much on the 
AM2 conversions and occasional Capcom 
conversion to keep it going. But in that 
process, we (both the game players and 
Sega) lost great RPG’s, some that were 
Sega’s own creation, as well as many 
arcade perfect ports and original titles. Titles 
that either got destroyed on the Playstation 
(such as the Capcom ‘Versus’ series and 
SNK 2D fighters), or never saw the light of 
day here because of poor decision making. If 
you only knew how many Sega Saturns have 
sold for the “Versus” series, or even 
Treasure’s incredible shooting game Radiant 
Silvergun. Sega must be willing to accept 
any and all 3rd party developers who wish to 
program for the Dreamcast. Some of the 
best PS games came from small develop- 
ment teams, and in some cases even the 
players themselves. 

But more importantly then having 
the Third Party teams, is the ability to 
support them. Keep your companies well 
informed by providing as much of the DC 
knowledge as you can. Provide them with 
everything humanly possible. Programming 


codes, multiple programming tools, and well 
structured communication channels for tech 
support plus development kits that will provide 
the programmers with everything they need. The 
fewer hours a company spends trying to learn 
your system, the more time can be spent making 
the games for them. From this will evolve a 
strong library of games, and ideas. If one 
provides gameplayers with a strong and 
dependable library, they will let go of past 
mistakes and regain the confidence in Sega. 

The other problem is simply a variety 
of games. Sega needs to not only concentrate as 
much manpower and finances to making killer 
games, but in the same time make sure there is 
a healthy variety to that line up. To begin the US 
library, a foundation of quality sports games and 
3D 1st person games, such as Half-Life, Tribes, 
and Rainbow 6 would probably be sufficient to 
whet the gamers appetite. But while this will fuel 
the hunger for more games, variety will feed it. 
Whole genres of games have yet to even make 
an appearance on US shores, and you need to 
exploit that fact. Be willing to take a chance. 
Games like Sakura Taisen, more Role Playing 
games, more simulations (excellent move on 
getting Get Bass over here so quickly), and more 
multi-player games would fill a severe void in the 
current market. The world needs more 4 player 
games like Guardian Heroes, Poy Poy, Sega 
Rally 2, Golden Eye, and so forth. The multi- 
player option is one of the main factors that’s 
keeping the N64 alive. Don’t be afraid to take 
chances. If you really want Sega to survive, 
keep having this open letter forum. Let gamers 
have the ability to voice what they want for their 
system. 

Finally, | must again thank you for 
your time and patience. | did not lie about my 
respect for you. It takes a lot of effort and self 
sacrifice to do what you will be up against in the 
months to come till September 9th. Almost 
everything | have brought up here has been said 
before in other media circles, but | thought it 
necessary to say it from the game player's 
perspective. In the same light, | hope that you 
have the dignity to listen to and respect the 
needs your followers have. If Sega listens to it’s 
fans, supporters, third party companies, and the 
commoners with an attentive ear, it will help us 
become less idealistic and demanding, helping 
to form the bond that we need between the game 
companies and the game players. Within that 
bond, a common ground can be firmly planted, 
and a successful Sega machine can rise once 
again. On September 9th, I'll be 100% behind 
the Dreamcast. | hope Sega will be too. 


Let the dreams be cast. 
Game Rave Editor In Chief, 


Jason Dvorak 
“Dangerboy” 


, Dear Mr. Stolar, 


Do you mind if | call you Bernie? Good, 
that makes things so much easier. First off, 
excluding the opening statement, | have three 
questions | would like to ask (with many more to 
follow): 

1.Can the staff of GameRave have a 

weekend at Bernie’s? 
2.Aww, c’mon, why not? 

3.Pretty, pretty, pretty please? 


Ok, now that I got that out of the way, | 
can get on to the more pressing issues. 
Why the choice not to bring the RAM 
expansion cartridges over to the states? 
Their availability here would have given 
the Saturn owners at least 8 games that 
did not make it over to the states for that 
very reason. All the games that required 
the carts were superior to their 
respective Playstation counterparts, and 
would made the Saturn more popular, 
extending its sale life. An extended sale 
life would have made for more titles to 
be brought over from Japan, further 
extending it’s life. The Saturn could 
have lived all the way to the release of 
the Dreamcast. 


Which brings me to my next point, the 
Dreamcast. | have already seen pre-orders for the 
system being taken at Electronics Boutique, Toys R 
Us, and other various stores. This speaks well, and 
no offense, just don’t mess it up. Take this demand 
and use it to your advantage. And do what Sony did 
with the Playstation, give the customers a steady 
trickle of good games, keep them coming back for 
more. And don't have a repeat of the Japanese 
launch, don’t give the public a mass of bad games. 
Give them a few that really show off the goodness of 
the new system, them a few that shows off some 
more, and build upon the other games already 
released. And as much | hate to say it, seeing on 
how | hate sports games, get a lot of them. This is 
America, where sports games sell. Another thing | 
hate -to say, get some quality first person shooters. 
Again, this is America, land of where Doom clones 
rule. 


Next point, do something about the DC 
pad, please. Give us something more like the 
Saturn Pad, or a good joystick, like the Virtua Stick. 
So far, my experience with the DC pads had been 
less than note worthy. And just ask Dangerboy how 
easily they break. Just don’t make it like the 
Playstation pad, and you'll be in business. 


Bernie, I’m sorry to just rant in your ear 
like this, but Dangerboy is making us!! It’s all his 
fault, blame him!! No, seriously though, we're all 
gamers here, your market, it would do you wise to at 
least note what we have to say. And on a personal 
note, are there any: plans for another Panzer 
Dragoon game? Shooter or RPG? | know Team 
Andromeda broke up, but any news about another 
Panzer game would be much appreciated. 


| Thanks for your time, 
| Crash 
Editor 


PS Pretty, pretty, pretty, 
pretty please? 

Ok, if not them, 

then howabout 

just me? 


To whom it may concern: 


This letter to your corportaion is not meant as a list 
of demands, more a list of positive suggestions. If | 
may say so, Sega is in an odd spot now. Dreamcast 
is your do-or-die attempt resurrecting Sega’s past 
glory. | will not point fingers or list reasons why they 
are in this position, we all pretty much know why. 
Please do not take this letter as ‘a bunch of fan 
boys who know nothing of business.’ | am not trying 
to tell you how to do your job. Yet the fact cannot be 
ignored. If certain factors are not addressed, 
Dreamcasts’ life at retail could possibly be a short 
one. 


Factor One: This one, which holds true for most 
Sega supporters, including I: the controller. 

Sega has a long history of well-made products and 
have been especially acclaimed for its joypads. 


Each has been an elegant evolution upon the 
previous, yet the DC is hampered with a pad that is 
less than satisfactory. Yes sir, this may very well be 
a very moot point, but consider a fact: As games 
progress, users need more control over their virtual 
environments. One of the things that makes PC 
games so immersive is the wealth of options before 
you. 101 keys vs. 7. Again, | am not suggesting a 
new DC pad for the US that has 100+ buttons, but 
please, one that can at least hold up to the legacy of 
Sega control. 


Factor Two: Please do not dismiss the importance 
of customer loyalty. | understand most feel that 
Sony’s PSX2 backwards compatibilty isn’t an issue. 
Wrong. As a consumer, no one wants to feel that all 
their hard-earned cash went to a lost cause, a 
dismissed system. Since the Genesis, people have 
wished for backward compatibility, especially in the 
light that systems are replaced every 3-4 years. If 
Sony even gets 1/10th of its PSX base to buy into 
PSX2 because of this reason, they have won that 
fight. Please make the rumors of the Sat-Cast 
emulation software a reality. 


Factor Three: Do not repeat the past of upgrade 
madness with the DC. | know this is probably 

not your decision, but that was one of the strongest 
reasons why Sega lost so much consumer respect. 


The games you guys already have in spades, keep 
up the good work. Thanks for taking time to 

read our magazine, we pray it may have been of 
service to you. 


Darkness 
News Editor — 


Bernard Stolar: 


| am proud to own a Saturn and 
still use it to this very moment, but 
probably not for the reasons which you 
have determined for use in this country. | 
have shown people products for use on 
the Saturn, though, that have made them 
go out and buy their own, so | know that 
the potential exists for a great system with 
the Dreamcast. | hope that you take this 
with mindful consideration. | only have a 
few points, but the logic should be 
evident: 


1) Redesign the Controller. 


For the love of anything that is 
holy in your life, do so. Please. You can 
just use the old Saturn controllers if you 
have to, just please do so. The design, 
shape, and button count of the current DC 
controllers are flat out inferior to 
competitor's controllers as well as your 
previous ones. You should be aware of 
this, though; you know as well as | do that 
there have been complaints since it’s 
unveiling. Do something about it. 


2) Don't determine what games we should 
play. 

This is where I’m going to talk 
about what | referred to earlier. The last 
reason | bought a Saturn is because Sega 
made it. As far as I’m concerned, it could 
have been called the “Capcom Saturn”, 
the “SNK Saturn”, or anything else. My 
opinion of Yu Suzuki’s works? Virtua 
Fighter sucks. Fighting Vipers sucks. Last 
Bronx sucks. Figniers Megamix sucks. In 
my opinion, any fighting game that Yu 
Suzuki makes is a mindiess button 
mashing game that has some of the 
most uninteresting characters and fighting 
moves I've ever seen in my life, in a video 
game, movie or otherwise. | know that 
there are some out there who will 
disagree with that, but I’m not alone 
either. The Playstation and Nintendo 64 
have had numerous games that sold well 
during the last year of the Saturn’s 
existence, and what did you answer with? 
Panzer Dragoon Saga and a part of 
Shining Force I/!. Did you honestly think 
that would do anything for your sales? 


Bernie Stolar: you sat on so 
many games that would have sold. You 
sat on X-Men VS Street Fighter. Vampire 
Savior. Marvel Superheroes VS Street 
Fighter. King of Fighters '95-'97. 
Dodonpachi. Princess Crown. Sakura 
Taisen 1 and 2. Thunder Force V. 
Capcom Generations. Grandia. Samurai 
Shodowns 3 and 4. Real Bout Fatal Fury 
and Real Bout Special. Metal Slug. 
Cyberbots. Sokyugurentai. While I'll admit 
that some of those games aren't the best 


of their respective genres, | do know that 
there were (and still are) many people who 
would be willing to buy those games. 
Many as in millions. And besides, evenif it 
didn't sell quite as well as the lastest PSX 
game, who cares? You seem to be willing 
to spend $100,000,000 on brainwashing... 
excuse me, advertising for the Dreamcast 
launch, so, surely it couldn’t have broken 
your bankroll a little bit to publish those 
games (even if it had subtitles! Panzer 
Dragoon Saga worked fine with them!). Do 
you want the reason why the Saturn failed 
in this country, Mr. Stolar? It’s because 
you made our minds up for us. | haven't 
bought an American Saturn game in the 
last 2 years; nothing that you’ve come out 
with since impresses me in the least. You 
made our minds up for us once, and you 
failed. | don’t think you could afford to do it 
again. The Saturn may have had some 
Model 2 games under its belt, but, if you 
didn't notice, nobody cares. Midway 
dominates the arcades in America (as 
much as | hate to admit it), and SNK, 
Capcom, and Konami rule the arcades in 
Japan (I've yet to see a Sega arcade 
game reach #1 in income or player's rating 
in the last year). Many people like Sega’s 
arcade games, yes, but many _more_ 
people don’t like them. Swallow 

your pride, admit that Sega’s arcade 
games really don't constitue more than a 
cult following, and make sure that the 
developers that actually do make good 
games (as stated, SNK, Capcom, aid 
Konami) are going to fully develop games 
for your platform, both in Japan and 
America. 


3) Don’t bank on the proposed modem as 
the “Ace of Spades” 


Unlike every other country in the world, 
phone use in America is cheap and easy, 
so anyone who wants to play games on a 
network is already doing so with a PC. If 
you want people to be impressed by the 
utilization of a modem, make sure you 
have quality games to back it 

up. If anything, try to get a game like 
Quake 3 or Half-Life licensed to the 
Dreamcast and have it modem compat- 
ible. People in this country can't get 
enough Doom clones (much to my 
chagrin), so if you have one of those 
games with good modem support, you'll 
be well on your way. 


Thefonz bows out. 


Thefonz 
Imports Editor 


A Letter To Bernie Stolar 


| Dear Sega, 


Where do | start? To say I've = Us market. You had some good software titles | can’t, however, give you guys 

| been let down by your American branch is that appealed to not only the hard-core slander without praise. | would like to thank 
an understatement. Lack of decent gamers, but also the casual gamer. Now, for you for making some good choices, like 
advertising, lack of desired software, lack _ the sake of brevity, I’m going to avoid the 32X Panzer Dragoon 1, Zwei, and Saga, Puzzle 
of any risks, and a lack just support in and Sega CD. OK, brevity, and I’m trying to Fighter 2 Turbo, House of the Dead, the 
general. Are we taking notes from Sony?! keep this letter at least PG-13. whole Virtua series, Guardian Heroes, and 
do hope so. They’re taking chances, and The Saturn. A noble try. But, you Virtual On. The Netlink was a bit unsup- 
look where they're at. Do you think the know what? The early jump on the market with _ ported, but | think if you do a bit better job 
new Parappa would be a seller on these a $400 price tag may have SEEMED like a with making a Dreamcast network easier 
shores? | doubt it, but they took the good idea, but you kinda took people by and cheaper to get onto, it could gain a lot 
chance, and it worked. Granted, some surprise, and you pushed many people away. of support. | do hope that you guys have 
games don't work over here quite the way —_the software was also nothing to shout about. learned from your mistakes, and are taking 
they do in Japan. I've been a Sega fan Where was Sonic? No Treasure game? Not every little aspect into consideration. Don’t 

| since the days of the Master System, even Toe Jam and Ear!? | decided to wait and let the Dreamcast be something that you 
owning every system at some time or see what Sony would do. Sony didn’t let me have to go to Japan to get good games for, 
another. | also imported a Dreamcast in down. They had the software and they knew please. From what I’ve heard so far, you 
the hopes of you guys not screwing me how to get their unit known on the market. | did, guys are doing much better, and please, do 
over when the US unit arrives. Please _ however, still have some hope for the Saturn keep it up. I’m putting a good deal of faith 
don't let me down. Anyway, | had fun with ag it aged. When Fighter’s Megamix was (and cash) into Sega, and | don’t want to be 
the Master System, but it lacked the released | decided to buy a Saturn. | quickly stuck with more “blast processing.” 
software and third-party support of drifted into the world of imports, and found that 
the NES. | then adored it’s portable | was missing a whole world of astounding Thank you for your time. 


counterpart, the Game Gear, but, like the = games. How come we never saw Silhouette 
Master System, featured less software Mirage? Grandia? Deep Fear? Any of the 4 Sam Baranowski 
than the Game Boy, as well as a Meg cart games? Where did you guys go? “Sliver” 


decreased level of portability, what with it Instead we got....Jomb Raider?? Congo? What Old School Editor 
getting 3 hours of battery life. Then the was this? 


| Genesis. You guys finally struck it with the 


On September 9th, 1999, Sega of America will drop the 
Dreamcast on the gaming public. It is with Game Rave’s 
dearest wishes, hopes, and dreams, that Sega has learned Ss ord 
from their past, and will succeed in the next-generation gs ees 
console era. Mr. Stolar, all we ask is that you listen to the : | ! : 


| right crowd of people; the game players. Ye Lg 
Cea | 


3 ason Dvorak, Editor in Chief 


